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CHAPTERl 

Software Used: Photoshop 

Introduction 

Over the course of this tutorial we will be looking 
at some of the techniques used to texture a 
simple scene, and how to go about creating 
custom textures from a library of photos. We 
shall deal with some of the general principles 
concemed with texturing, as well as how to 
successfully combine different photo references 
into a single template. 

During this sériés we will follow the process 
of selecting the base textures for the scene, 
through to the building of details, and 
culminating in a section devoted to adding dirt 
and grime and applying dirt maps. 

Fig.01 shows the 3D scene in question, and the 
eventual lighting that will be used. In terms of a 
single render, or “still”, I find it is very useful to 
set up the caméra and light rig before opening 
Photoshop, as this détermines what will be 
évident in the final image. In this case, one 
could realistically get away with texturing just 
one half of the barrel, for example. 

The first thing to do before doing any texturing is 
to gather some reference material and look at a 
variety of different surfaces and photos in order 
to better understand your subject. 

I am not going to provide an account of mapping 
and unwrapping in this tutorial, but suffice to say 
that this is a crucial part of the texturing process. 



l’ve decided to unwrap the barrel and drainpipe 
onto a single template, and begin with these, as 
they are the focal points in the scene. 

BASE LAYERS AND COLOUR 

Correction 

l’ve looked at quite a few wood textures and 
decided that the most suitable is “america_02”, 
which cornes from the Total Textures Collection 
VI2: R2 - Textures from around the World 1 
DVD (Fig.02). 


This texture has an even, ail over look with the 
right sized gaps between the wood, and with a 
suitable sense of âge. The main problem is the 
color, but by going to Image > Adjustments > 
Hue/Saturation I can make it a little darker, as 
well as reduce the red tint (Fig.03). 

This will now make a good base for the barrel 
and allow me to hâve a “blank canvas”, as it 
were, to start building the detail. Some other 
wood textures I considered can be seen in 
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Fig.04, but these were rejected for various 
reasons. The upper left one could hâve 
been used but looked more symmetrical by 
comparison and therefore did not hâve such 
an interesting and handmade appearance. The 
lower left image looks too clean with hardly any 
spacing between the slats, but more importantly 
has the wrong scale. The image to the right 
also has too small a scale, but also shows more 
rounded edges, which do not fit in with the 
subject. What I like about the chosen texture is 
that it has a suitable scale and some variation 
between the slats, but is at the same tileable 
without too many obvious patterns that will 
repeat - important factors when selecting an 
image. 

After being color corrected the photo is pasted 
into the template, scaled and tiled accordingly. 
Any image that is tiled will show some evidence 
of this, and although this picture is pretty 
consistent there is a small hole that shows up 
(Fig.05). The best way to solve the problem 
is to use the Clone Stamp Tool and remove 
it. The other issues are the two slightly wider 






gaps which can be resolved by copying another 
section and pasting it over the top, and then 
blending in the edges using a soft Eraser. 

Layer Styles 

It is now time to choose a métal texture that 
can be used to form the métal strips around the 
barrel. 

Fig.06 shows a métal texture which has been 
used, but with some much needed corrections 
(a combination of Image > Adjustments > Color 
Balance / Brightness/Contrast / Hue/Saturation). 
Again, you can see that in context it shows 
variation, but with no conspicuous markings that 


repeat. In this instance I hâve actually extruded 
the sections of geometry that constitute the 
métal sections (see Fig.01), but even so, it is 
often a good idea to reinforce this in the texture, 
thus emphasizing the volume and solidity within 
a scene. Adding subtle shadows into the texture 
adds depth and richness, and although it has 
a bigger impact on low poly models, it can also 
help on higher detailed meshes by creating 
some shading even under low or indirect lighting 
conditions. 

To achieve this on the métal I use a drop 
shadow by going to Layer > Layer Style and 
using the following settings shown in Fig.07. 
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If you are rendering a still you can save out an 
Ambient Occlusion pass for a similar effect, or 
alternative^ set up a light dôme rig in your 3D 
scene and bake the shadows directly onto the 
texture. 

Despite extruding the métal strips around the 
barrel I décidé to texture the studs, as these are 
so small and do not warrant extra geometry. To 
do this use the Elliptical Marquée Tool to form 
a circular sélection on the métal strip (shown as 
red in Fig.08) and copy and paste into a new 
layer (Layer 12). This, at first, will appear almost 
invisible, but now go to Layer > Layer Style and 
apply a Bevel and Emboss and Drop Shadow. 
This can be enhanced later in the bump map, 
but is a useful technique to use if the object is 
small scale with minimum dimensions. 




This is the first stage of creating variation across 
the barrel, but a further step will enhance it even 
more. This time I select “overlay 02” from Total 
Textures Collection VI: R2 - General Textures 
DVD and color correct it to look greener with 
a higher contrast (Fig.10). I then paste it into 
my file and use a textured Eraser to form some 
random shapes. 


BLENDING MODES 

To add some variation to the barrel I am now 
going to use three slats from an earlier wood 
texture (“wood04” from the Total Textures 
Collection V2: R2 - Aged and Stressed DVD 
- see Fig.04). I copy and paste three sections 
into my file and scale them to fit neatly into 
three sections. I lower the saturation and 
brightness by way of Image > Adjustments > 
Hue/Saturation and also reduce the contrast, 
and then chose Overlay as the blending mode 
(Fig.09). 


-inlxi 
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Once happy, I set the Blending Mode to Soft 
Light at 50% Opacity, as seen in Fig.11. 
Alternative^, it could hâve been left on Normal 
mode at around 30% Opacity for a similar 
quality. 

As we hâve done with the wood, the same 
approach can be used on the métal. In Fig.12 
I hâve selected a rusted métal (“métal 19” from 
Total Textures Collection V2: R2 - Aged and 
Stressed DVD), color corrected it, and then 
pasted it into a new layer. On the left you can 
see the photo set at Normal mode at 100%, 
and the eventual setting on the right at Soft 
Light, 68% Opacity. You will notice that I hâve 
darkened the section next to the arrow, just to 
break up the symmetry a little more. 




- 


In Fig.13 we can see on the right the différence these extra layers hâve 
made, compared to the single base métal and wood texture on the left. 

The barrel still looks reasonably clean but it has more variation across its 
surface and appears older. There is still more detail to add with regards 
to staining, rust and grime, etc., which we will cover in Chapter 3, but 
you can see how using multiple layers with various blending modes and 
opacity can enrich your textures. 

Geometryvs. Textures 

We will corne back to the barrel later in the tutorial, but I am going to shift 
the attention to the wall now as this makes up a large section of the scene. 
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Texturing Techniques chapten 



Eléments of the wall hâve been modeled, such as the window, column 
and row of bricks parallel to the windowsill, but I want to contrast this 
with purely textured aspects to draw a comparison between the two 
approaches. 



Firstly I apply a brick texture to the entire wall section. I scan through 
the numerous examples in the Total Textures collections and eventually 
choose “nepal12” from the V13_R2 Total Textures Collection VI3: R2 - 
Textures from around the World 2 DVD (Fig.14). This had to be scaled 
and tiled accordingly, and you can see how this method can reveal the 
problem of symmetry. If you hâve unwrapped the mesh then this can 
easily be rectified by “painting out” conspicuous areas. The best thing 
to do is to assign the texture to your scene and see which areas require 
attention, as some problem areas may be hidden from view (behind the 
barrel, for example). 

In Fig.15 the bricks hâve been applied and overall the texture works well, 
barring a few problem areas. My eye is drawn immediately to the areas 
ringed in white, which show tiling problems: 

• The bottom edge (a) ends abruptly, although this will be covered by a 
concrète edging (see Fig.01) so can be overlooked 

• The other key problem area is the protruding column (b) as the bricks 
run through it without adhering to building laws; however, this will also 
be rendered so can be also be ignored. 
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Before fixing any tiling problems I merge in 
some other references, as these will conceal 
some of the issues straight away - e.g. a vent 
that will occupy the near side of the wall. You 
can see from FigOl that the vent is not modelled 
nor is the concrète edging in this panel but it 
will be interesting to compare the différence 
between the textured edging and the 3d 
geometry in the final render. 

For the concrète I choose “wall 16” from the 
Total Textures Collection V2: R2 - Aged and 
Stressed DVD, and the vent cornes from a 
forthcoming collection: Total Textures Collection 
VI9 - Destroyed and Damaged (Fig.16). 


Building an Arch 

The vent looks OK in the texture, but it does not 
look fully integrated into the wall. To help this we 
will use a method common in architecture which 
is to crown it with a brick arch, similar to Fig.17. 
This is quite a tricky task as we need to make 
sure the bricks are consistent with those used 
in our wall, and also conform to the curve of the 
vent. We could copy and paste an arch into the 
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Texturing Techniques chapten 




template and skew and color correct it, but here 
is a more effective way... 

Create an oblong box in 3D and map some of 
the bricks onto it, making sure they are vertical, 
similar to the format in the photo. Once done 
you should end up with something akin to the 
top shape in Fig.18. Imagine that the black and 
white shapes represent the bricks. Now create 
a spline shape that traces your arch (blue line) 
and then apply a Path Deform. In other words, 
thread your box along the spline using the 
parameters to position it correctly. You can now 
render this out and import it into your file and, 
once scaled, it will fit neatly around the vent. 

If you need to alter the shapes a little or taper 
them, then go back into your 3D package and 
alter the UV co-ordinates and re-render. 

Once done, be sure to clone in some mortar 
or cracks around them to embed them into the 
wall, and do not worry about odd shapes or 
unevenly shaped bricks - just look at Fig.17! 


Here is the finished image (Fig.19). And this 
concludes the first part of this tutorial sériés. 
Next time we shall continue building detail into 


the textures and we’ll look at the rôle of bump 
and specular maps before moving on to adding 
in dirt and grime, and aging the scene. 



File Edit Image Layer Select Filter View Window Help 


I Resize Windows To Fit | Zoom Ail Windows Actuel Pixels 


Print Size 
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CHAPTER2 

Software Used: Photoshop 

The barrel 

At the end of the last tutorial we dealt with 
building a brick arch, and we will now continue 
with the barrel. 

In Fig.01 you can see the section of wood used 
for the top with a white circle that represents 
the wireframe export/outer edge. This will also 
benefit from some subtle shading around the 
edge, similar to the drop shadow under the 
métal strips. The best way to achieve this is by 
using the Circular Marquée Tool and creating a 
sélection area that matches it. Now go to Edit 
> Stroke, select black for the Color, choose 
Center, and set the Width between two and four 
pixels. This will add a black line, and with a little 
Gaussian Blur and set to Multiply at around 60% 
Opacity, it will form a good shadow around the 
rim. 

One remaining detail that is yet to be added is 
the plug in the side of the barrel. This will be 
made on a separate layer and will comprise of 
a circular sélection area into which we will paste 
the same métal that was used for aging the 
métal sections earlier. To give this a sense of 
volume we will apply a Layer Style once more, 
in the form of a Bevel and Emboss and Drop 
Shadow (Fig.02). 


I hâve altered the brightness and contrast to 
make it look less rusty, but you will also notice 
that it is slightly squashed. This is because 
when it was mapped onto the geometry I 
saw that it was distorted, so I simply scaled it 
horizontally until it looked correct in the render. 
You can do it this way, or you can alter the UV 
co-ordinates, depending on which is the easiest 
option for you. 

BUMP MAPS 

This concludes ail the detail necessary for 
creating the bump map, as dirt and staining etc. 
is not relevant because it has no depth on the 
object itself. 


To create the bump map, first remove ail detail 
that does not actually affect the volume of the 
object. These are: 

• Layer Styles, as these represent lighting 
effects and as such are without volume 

• Stains and overlays that just affect color 

In Fig.03 you can see that the wood and métal 
overlays hâve been switched off along with the 
Layer Styles on the plug and studs (these hâve 
been made lighter so they are visible). These 
four components are the key layers we require, 
but the métal, studs and plug can be a fiat color 
and so are simple to convert. 
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Chapter 2 T EXTU RI NG TECHNIQUES 


To do this go to Filter > Other > High Pass and ramp down the value until 
you hâve a pure grey. 

Bump maps use grayscale values to détermine depth; the darker the color 
the more it recedes, and vice versa. Therefore, after applying the filter, 
alterthe brightness accordingly (Fig.04). 

Next is the wood, which is a little less straightforward. Some people simply 
desaturate the layer and then alter the Curves to create the bump map, 
but I find it is more effective to use Select > Color Range to do it in stages. 

Use the sampler and select one of the darkest areas (see the red circle 
in Fig.05). Now alterthe Fuzziness value until you contain similar values 
across the layer. Desaturate the sélection and apply the High Pass Filter. 

Now invert the sélection area and do the same thing again. Once done, 
you will hâve something similar to Fig.06, but if you feel that some of the 
wood grain is too noticeable simply reduce the contrast or paint over the 
suspect areas with a semi-opaque gray sampled from the texture. 








When the bump map is applied to the barrel you can see what différence 
this makes (Fig.07). Smaller volume detail such as the métal studs, wood 
grain and even the brickwork and mortar can be represented well by a 
bump map, as long as the caméra does not get right up close. In this 
instance, as the tutorial is concemed with texturing, I hâve decided to 
describe the vent through a bump map as it is near the surface of the wall. 
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Texturing Techniques cha P ter2 



ColorOveriays 

You may remember that the brick texture, once 
tiled, showed problems relating to repeatable 
patterns. You could clone and stamp these 
out using the Clone Stamp Tool, but another 
effective way is to use an overlay texture. 

Fig.08 shows the brick texture and tiling 
problems (please ignore the darker band along 
the top because I altered the brightness to 
conform to a section that would hâve been 
rendered in concrète at one stage). 




^jnjxj 


| Soft Light 100%| 


< (colour overlay, RGB/8#) 


To show that these bricks were once concealed 
I select the painted section from brick_02_V2 
(free with the last chapter of this sériés) from 
the Total Textures: Volume 2: R2 - Aged and 
Stressed DVD (www.3dtotal.com/textures), 
and paste it into the upper section, and will 
eventually set it to Soft Light 100% (shown in 
Normal mode in Fig.09). 

I also use one of the overlay textures (overlayOI 
- free for download with this chapter, simply 
click on the Free Resources logo) from Total 
Textures: Volume 1: R2 - General Textures 
DVD, which I color correct and then set to Soft 
Light at 63% Opacity. Here it is in Normal mode 
at 100% (Fig.10). 

When the two textures are applied you can 
compare the final resuit in Fig.11 with Fig.08. 
There are still a few problem areas but by 
following this quick procedure you can add 
variety to your textures and also reduce the 
amount of Clone Stamping needed. 
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It is also advisable to add ail of the éléments 
before you start cloning, because you may well 
be working on areas that will be hidden - in 
this case by some concrète render. In Fig.12 
you can see that I hâve used sections from two 
textures to create the worn render (misc19_V2 
from the Total Textures: Volume 2: R2 - Aged 
and Stressed DVD, and window_06 from the 
Total Textures: Volume 19 - Damaged and 
Destroyed DVD - both textures free with the last 
chapter of this sériés). I use the Lasso Tool to 
select an irregular sélection area, and then use 
a textured Eraser Tool to soften the edges and 
blend it into the brickwork. 



The floor is built up in exactly the same fashion. 
In Fig.13 you can see the numerous images 
that hâve been used to create the floor and 
their corresponding layer blending modes and 
opacifies. The layer set to Overlay covers ail 
of the stone and helps relieve the tiling issues, 
but because the barrel will disguise part of the 
texture I did not alter it further. I used a section 
from the vent photo itself to help blend it with the 
floor plane, and used Select > Color Range to 
sample the orange tinted areas from stone02_ 
V2 (free with the last chapter of this sériés). 



Fig.13 


To help set the manhole into the stone I add an 
Outer Glow Layer Style using the same color 
as the grout, along with a Drop Shadow. There 
are a few dark lines painted on a separate layer, 
called “manhole edge” (seen in the Layers 
palette in Fig.13), which show some small gaps 
and cracks around the eut slabs. 

Fig.14 shows the State we are at now, with 
the render added to the wall along with the 
corresponding bump map, together with the floor 
texture. You can see at the moment how the 3D 
edging at the base of the wall behind the barrel 
differs from the 2D version left of the vent. 


SpecularMaps 

We hâve seen how effective bump maps can 
be, but specular maps are of equal importance 
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To help further, some chips hâve been painted 
along the left edge of the column, along with 
some small cracks on the windowsill which I 
hâve cloned from one of the concrète render 
layers (Fig.22). 

In Fig.23 you can compare the “before and 
after” results and see how the painted highlight 
along the concrète skirting has now integrated 
this part of the scene, demonstrating how 
textured detail can successfully substitute 
geometry in certain instances. 

The painted highlights help to show a more worn 
edge down the column, and the chips on the 
windowsill help to disguise the right angles. 

And this marks the end of Chapter 2. In the 
third and final installment we will go on to cover 
adding in dirt and grime, and show how to 
weather the scene using dirt maps. 
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To help further, some chips hâve been painted 
along the left edge of the column, along with 
some small cracks on the windowsill which I 
hâve cloned from one of the concrète render 
layers (Fig.22). 

In Fig.23 you can compare the “before and 
after” results and see how the painted highlight 
along the concrète skirting has now integrated 
this part of the scene, demonstrating how 
textured detail can successfully substitute 
geometry in certain instances. 

The painted highlights help to show a more worn 
edge down the column, and the chips on the 
windowsill help to disguise the right angles. 

And this marks the end of Chapter 2. In the 
third and final installment we will go on to cover 
adding in dirt and grime, and show how to 
weather the scene using dirt maps. 
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CHAPTER3 

Software Used: Photoshop 

In this last chapter we will go on to complété the 
texturing of our scene and hâve a look at adding 
dirt and grime. 

First of ail we will finish the barrel as this is one 
of the key focal points. We hâve already given 
the wood and métal an aged quality, but we can 
now start to add a small number of details that 
will give it character add authenticity. 

BARREL STAINS 

I am going to select one of the dirt maps from 
the Total Textures: Volume 2: R2 - Aged and 
Stressed DVD and paste this in as a new layer 

(Fig.01). 

I invert the image (Ctrl+I) and then use Image - 
Adjustments - Colour balance to give the dark 
areas a reddish tint. Then I scale and move the 
image to fit the template and set it to Multiply 
with an opacity of 27%. 

The Clone Stamp Tool can be used to modify 
the pattern across the barrel and a soft edged 
Eraser to better blend it in with the wood. 

To show that the barrel has been used to 
store ale or liquor it needs some staining 
around the tap itself. This can be achieved by 
either painting it in using a textured brush or 


alternative^ cloning sections from one of your 
dirt maps, which is what I choose to do in this 
case. I use two separate layers to do this; one 
using black and set to Multiply and one using a 
pale grey set to Overlay. 


In Fig.02 you can see the effects of applying 
these and the corresponding blending modes. 

I choose to hâve the darker stains below the 
métal as I am going to add some rust in this 
area, but the lighter drips worked better above 
the métal. 

To add the rust I use “métal 14” and “métal 15” 
from V2: R2 - Aged and Stressed; both of which 
are set to differing blending modes (Fig.03). 

As per usual these are scaled accordingly and 
edited to best blend in with the texture. 

One last aspect to be added is the line of dirt 
around the base of the barrel which is done 
using another dirt map. We can do this by 
pasting in a dirt map along the base, then using 
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the Eraser to create the desired marks and 
setting it to Multiply at 100% (Fig.04). 


This concludes the texturing of the actual 
barrel. We can see how ail of these extra details 
helps to create a richer surface on the object 
compared to the end of chapter two (Fig.05). 


DIRT MARS AND MASKS 

We can use similar techniques for the wall 
texture, which can be broken down into three 
key stages: 

• Invert the map 

• Colour correct it 

• Set Blending Mode to Multiply and reduce 
opacity. 

I use these three stages to create the grime that 
builds up underthe horizontal bricks beneath 
the window. I choose to use “tile02heavy” from 
Total Textures: Volume 5: R2 - Dirt and Graffiti 
DVD, which has a wide aspect and suits the 
area in question. I flip it vertically, inverted it 
and then colour corrected it before setting the 
Bending mode and opacity (Fig.06). 

You can follow the same steps to create staining 
around the base of the drainpipe (Fig.07). 

There is an alternative method for doing this 
if you wish to add some extra detail into the 
stain or dirt itself, as opposed to having a more 
monochrome and “ail over” look. 

In Fig.08 you can see in the top left I hâve found 
an image of stone which looks as though it could 
be modified to suit the context. This has been 
copied and then positioned into the template 
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Texturing Techniques cha P ter3 




(stone07 in Layer palette) with the drain dirt map 
placed above it (drain stain copy). 


If we now delete the black area of the map it will 
reveal the stone below and so once we set the 
blending mode to Overlay we hâve a different 
variation of our stain (Fig.09). 

Another method of applying grime in a more 
liberal way, which can offer the chance of further 
editing later on, is by way of Layer Masks. 

The first stage is to select a texture to represent 
your dirt or grime; in this case an overlay map 
from Total Textures: Volume 1: R2 - General 
Textures DVD (top left in Fig.10). It has been 



^JSjxl 


scaled down and colour corrected and is in the 
layer called overlay in our palette. 

The next step is to add a Layer Mask (ringed 
in red). This will add a new thumbnail window 
beside the current one in the Layers palette. 


By using a brush set to pure black, simply start 
painting out the areas that are not required 
(Fig.11). You can see here that the map has 
been hidden across the wall but it is évident 
along the column and window sill, as determined 
by the white “T” shape in the mask thumbnail. 
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The great thing about this method is that you 
essentially hâve a dirt map that can cover the 
entire template. You can hide areas by using 
black or alternative^ reveal them by using 
white. The form and pattern your grime takes 
dépends upon your brush so a textured one with 
some scattering will prove useful. 

Once satisfied, change the Blending mode and 
opacity and then if you wish to modify it in the 
future, just paint into the mask with either black 
or white - it’s completely nondestructive. 

In Fig.12 you can see the wall before and 
after the dirt and grime has been added and 
the subtle différences it makes. The dirt along 
the column is perhaps a little too subtle so by 
altering the opacity slightly we can see more of 
a différence. 


FLAGSTONES 

The flagstones are looking somewhat clean by 
comparison, especially around the drain, and 
so this will be the next area to address. The 
foreground is the key area as the section behind 
the barrel is mainly in shadow. 

I select a dirt map from V5: R2 - Dirt and 
Graffiti, which is then positioned along the edge 
of the wall and set to Multiply (Fig.13). You can 
also see that I hâve added a soft shadow border 
around the drain (drain shadow) as well as 
using a subtle Drop Shadow. 

In order to show that water has spilled beyond 
the drain itself, you can add the same dirt 





map that was used on the wall and then tint it 
green to convey a moist, algae-coated surface 

(Fig.14). 

One remaining thing to do on the floor texture 
is to add some dirt stains around the manhole 
cover. For this particular section I clone sections 
from some of the dirt maps I hâve used in my 
template and randomly placed them around the 
circumference (Fig.15). 


www.3dtotal.cx3m 


page 24 


Chapter3 






































































J Navigator x 1 Histo gram [Info ) 


J Layers x | Channels | Paths [ 


iDarker Color 


Locki □ j û Filli 


manhole 


drain stain 


vent rubble 


Doc: 6.00M/34.6M 


Doc: 6.00M/34.6M 


100% 


manhole stain 


File Edit Image Layer Select Filter View Window Help 


j 1” Resize Windows To Fit 1” Zoom Ail Windows Actual Pixels | Fit Screen | Print Size | 

^ Workspace ▼ 


You can see the final version on the right set to 
a darker Color and on the left is the same layer 
set to Multiply so you can better see what it 
looks like. 


When we render out the recent additions you 
can see the différence it has made (Fig.16). You 
can only see part of the dirt around the manhole 
cover due to the caméra angle. 


Perhaps the stone adjacent to the left side of 
the vent could hâve the dirt reduced as the 
top image adds a spatial element that is less 
apparent in the lower render. 

This about concludes the main approaches to 
weathering our scene and ail that is left to do is 
texture the wooden boards across the window 
along with the section around the drain. The 
specular and bump maps are still absent from 
the wall and floor but these can be created in 
the same way as already outlined in chapter 
two. 

Conclusion 

We hâve reached the end of this tutorial now 
and hâve seen how textures can be used to 
describe detail that is absent in the actual 
geometry. Hopefully you will hâve been provided 
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with a glimpse into some of the methods used 
to add various levels of detail to your texture 
templates and in turn, how these can enhance 
your 3D scenes. 

As with most types of artwork, whether it be 2D 
or 3D, the best practice is to look at the world 
around you and observe how things look in 
reality. Find reference material that relates to the 
subject in question and it will provide much of 
the detail that makes the différence in your final 
models and scenes. 


You can see the final version of the scene here 


Richard Tilbury 

For more from this artist visit: 
http://www.richardtilburyart.com/ 
Or contact: 


rich@3dtotal.com 
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Downloadable Tutorial EBook 


Introduction: 

The original character of the Swordmaster 
was created by Seong-wha Jeong and we 
had 3DTotal’s in-house 3d artist Richard 
Tilbury, re-create the character in 3dsmax 
as well as create the textures in Photoshop, 
in our new précisé, step-by-step tutorial for 
highly polished, low polygon game character 
with detailed texturing for real-time render- 
ing. We hâve also converted the tutorials into 
Cinéma 4D, Maya, Lightwave and Softimage 
platforms. Even if you are not a user of one of 
them, the principles should be easily followed 
in nearly ail other 3D applications. 


The Swordmaster tutorials is spread over 8 
Chapters which outline, in detail, the process 
for creating the Swordmaster below are the 
details. 
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character by SEONG-WHA JEONG 
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Chapter 
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Chapter 

Chapter 


Modelling the Head ~ 
Modelling the Torso 
Modelling the Arms & Legs 
Modelling the Clothing & Hair 
Modelling the Armour 
Mapping & Unwrapping 
Texturing the Skin & Body 
Texturing the Armour & Clothing 
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Tutorial Sériés ebook 


CREATING A COMPLETE SCENE FROM CONCEPT TO RENDER, 
Specialising in AGED and WEATHERED TEXTURING 


The sériés is split into 6 chapters and will endeavour to give you an insight into how a fully realised 3D scene 
may be arrived at from beginning to end. The tutorials will attempt to address the key issues and techniques 
appropriate in achieving this, from concept sketches through to building the 3D scene, mapping and 
unwrapping, texturing and eventually to lighting and rendering, culminating in a final render. The emphasis over 
the course of the sériés will be on the texturing and principally the aging and wear of materials. 

f;t Original Author: 3DTotal.com Ltd | Platform: 3ds max, Cinéma 4d, LightWave, Maya and Softimage XSI 
f Format: DOWNLOAD ONLY PDF | Pages: 38+ 
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Original Author: 


In this sériés we will be working our way through the basic process of creating a créature bust, then taking 
it to completion by the last chapter. We will be starting with a basic Zsphere base mesh that we will create 
ourselves and we’ll use this as our starting point for sculpturing and finally adding texture to. The tutorial sériés 
is split into 7 chapters so that we can take it at a beginner’s pace and cover as much ground as possible for 
people totally new to Zbrush. (Plus you’ll end up with a finished digital sculpt that will give you the confidence to 
approach you own projects in a similar manner.) 
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Introduction 

3D Environment Lighting is a downloadable tutorial ebook 
senes, where over the course of the six chapters we will be 
detailing techniques on lighting an environment under a 
number of different conditions. Each chapter will cover a 
step-by-step guide to setting up lights, aimed at portraying 
the scene in a spécifie manner. 



Downloadable Tutorial EBook 


Environment Lighting 
Designed & Modelled by Richard Tilbury 


Chapter 01 : Sunny Afternoon 
Chapter 02: Twilight 
Chapter 03: Moonlight 
Chapter 04: Electrical 
Chapter 05: Candlelight 
Chapter 06: Ünderwater 


Greated for the following programs 
3DS Max by Luciano lurino, 
Cinéma 4D by Giuseppe Gugüelmucci & Niki BartuccL 
Lighîwave by Roman ’dOUGh-CGI' Kessler 
Maya by Florian Wild, 
Softimage XSI by Luciano iurino 
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Downloadable Tutorial EBook 


Introduction: 

The original character of the Swordmaster 
was created by Seong-wha Jeong and we 
had 3DTotal’s in-house 3d artist Richard 
Tilbury, re-create the character in 3dsmax 
as well as create the textures in Photoshop, 
in our new précisé, step-by-step tutorial for 
highly polished, low polygon game character 
with detailed texturing for real-time render- 
ing. We hâve also converted the tutorials into 
Cinéma 4D, Maya, Lightwave and Softimage 
platforms. Even if you are not a user of one of 
them, the principles should be easily followed 
in nearly ail other 3D applications. 


The Swordmaster tutorials is spread over 8 
Chapters which outline, in detail, the process 
for creating the Swordmaster below are the 
details. 
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Modelling the Head ~ 
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Modelling the Armour 
Mapping & Unwrapping 
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Tutorial Sériés ebook 


CREATING A COMPLETE SCENE FROM CONCEPT TO RENDER, 
Specialising in AGED and WEATHERED TEXTURING 


The sériés is split into 6 chapters and will endeavour to give you an insight into how a fully realised 3D scene 
may be arrived at from beginning to end. The tutorials will attempt to address the key issues and techniques 
appropriate in achieving this, from concept sketches through to building the 3D scene, mapping and 
unwrapping, texturing and eventually to lighting and rendering, culminating in a final render. The emphasis over 
the course of the sériés will be on the texturing and principally the aging and wear of materials. 
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Zbrush Character Création is a comprehensive look at the techniques and tools used to sculpt a variety of 
physical characteristics spécifie to several character types. The lessons on offer show how to transform a 
general base mesh into a definitive character class and explains the tools used to not only create the details 
and unique facial features, but also how to manipulate the overall proportions and head shapes. There are 
nine chapters in ail, five of which cover the human condition and four of which cover créatures with human 
characteristics including zombie, werewolf and Frankenstein’s monster. 

Original Author: 3DTotal.com Ltd | Platform: ZBrush | Format: DOWNLOAD ONLY PDF | Pages: 091 
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Michel Roger’s famous ‘Joan of Arc’ 
tutorial re-written for Maya by Taylor 
Kingston, Cinéma 4D by Giuseppe 
Guglielmucci & Nikki Bartucci, 
Lightwave by Vojislav Milanovich and 
Softimage by Luciano lurino and 
3DCreative Magazine.com. 


If there has been one single tutorial 
that has educated and inspired more 
budding 3d artists than anything else, 
this complété step by step project by 
Michel’s must be it. The community 
is in debt to him. 


complété character création 

Downloadable Tutorial EBook / /’/ 
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These 120 plus page, Downloadable PDF’s are 
designed for ease of use to help beginners and 
intermediate level of artist alike in the création 
of a female character. The tutorial takes you 
through the process of modelling, texturing and 
mapping to finally adding bones. 

Chapter 1 Modeling of the Body 

- Body 

Chaptër 2 Modeling of the Head 

- Head, Ear & Assembly 
Chapter 3 Modeling of the Accessories 

- The Sword & Armour Legs 
Chapter Modeling of the Accessories 

- Armour Bust, Hair & Glove 
Modeling of the Accessories 

- Accessories & UVW Mapping 
Chanteur 6 UVW Mapping 

I Sword, Clothing, Armour & Body 
sxturing & Hair 
Eyes, Skin & Hair 
ones & Skinning 
3ases, Hierarchy & Skinning 
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Gotbic Churcn 

INTERIOR CREATION TUTORIAL EBOOK 


This e-book provides a detailed account of building, texturing and lighting the interior of a Gothic Church based 
upon a concept painting. The ebook is available in five different platforms. Chapter two however is dedicated to 
creating a gargoyle in Zbrush - the focal point in our scene. Here the author will start by creating a rough body 
form using ZSpheres and move through the numerous sculpting phases and modeling the details for each part 
of the character, highlighting the various brushes and tools used throughout. 


Gothic Church Original Author: 

Format 
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DOWNLOAD ONLY PDF 
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Pages 


3ds max, Cinéma 4d, LightWave, Maya and Modo. 
47+ 


Bonus Sculpting Chapter, FREE Gargoyle i 


Free Resources 


I & 51 Total Textures Included 
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Materials. 
Lighting & 

nenderino 


The tutorial eBook will begin by creating and applying materials for the various parts of the car, such as glass, 
chrome and tyres, as well as texturing some simple geometry that will make up a scene. It will then move onto 
lighting where the focus will be on setting up a lighting rig and the various parameters connected to this. Finally 
the sériés will culminate with a section on rendering, where the aim will be to finish with a polished image. 
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3ds max, Cinéma 4d, LightWave, Maya and Softimage XSI 
44+ 






This sériés of ZBrush tutorials orientâtes around speed and efficiency and how to achieve detailed sculpts 
within a few hours. Each of the ten chapters focuses on a different character topic ranging from mythical 
créatures such as the Minotaur and Cyclops to Pirates and monsters. With over seven hours of video 
footage and covering ninety seven pages this e-book provides an insight into the working methods of eleven 
professional artists. Each individual showcases their particular approach to the subject and treats us to an 
exhibition of both their artistic and technical skills that form the backbone of their créative process. 
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